ameonMag.com, 


Hello and welcome to the seventh issue of the WildStar Community Magazine! 


We have carried on from last month with the showcase of fan art from the community, that has been 
generously passed on to us from the WildStar team. As you may remember from one of our previous issues 
we did a “Vactioner’s Guide to Farside” article, and you'll be pleased to know that we've carried that on this 
issue, only this time it is a guide to Deradune. We've also given you an opionion piece on our hopes and 
possibilities of what is to come to WildStar in the future. In this issue we have tried a new sort of article - 
we have asked many players of the game “Since Drop 4, how many hours do you play a week on average?” 
and “How much in-game gold do you make in a week?” and we have presented the results to you in a series 


of graphs and explained the results. Also featured is an article about the Sentient Beings of Nexus. 


To help us continue with the magazine, we really need help with content and artwork to include 


it in it, so if you wish to help out please contact us at the email address at the bottom. 


If you have any ideas or artwork for us to include in the magazine for future 


issues, please feel free to email us at wildstarfagameonmag.com 


We hope you enjoy the seventh issue! 


The Editor 


Please subscribe for free to help secure the future of the magazine 


Fi wW www.gameonmag.com/wildstar 
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WE WANT YOU! 


We are seeking out people who would like to: 
Write guides/pen articles/create artwork/ 
take in-game photographs. 


If you would like to apply for any of these 
positions, please fill in the form at: 


www.gameonmag.com/url/staff 


Please note: these are voluntary positions 


) 


VACATIONER’S 
GUIDE TO DERADUNE 


7Ninte) ake late) leleWVAAMel els foo WVSXSUCIT 


letime make one thing clear. kan onlydoing, 


‘you this*colossall favour becauseimy higher-upsihavercommanded meitoido so. 


love it here in Deradune, and | 

am not afraid to use that word. 
| love it like | love my Life Mates 
number two, three, and seven, 
but don't tell that to the other 
eight. What | do not love however 
is tourists. You may be saying to 
yourself that that is incredibly 
strange for someone who apparently 
works in tourism, encouraging 
tourists to tour his homeland. That 
is a very good thing to say, and | 


would appreciate it if you could say it 
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while in earshot of my commanding 
officer. But this isn’t circle time at 
the girl scouts cabin, and | have stuff 


to do, so let's get on with this sham! 


This is Deradune! It is a balmy 
thirty degrees celsius in the shade in 
the winter. It is home to vibrant and 
exotic flora and fauna, 100% of which 
absolutely will kill you if you do not 
kill it first! One out of four of you 
will not even make it through this 


briefing. The Emperor, glory onto he, 


has granted the Draken use of this 
hostile land for our Great Hunt. We 
are currently in the relative safety of 
Bloodfire Village; you may consider 
this the capital of the Bloodfire Clan, 
ruled by Clanlord Makaza who is 
located in that throneroom. Unless 
you're a consort, do not disturb him 
- you may perhaps be permitted to 
see him if you perform well in the 
great Hunt. If you look behind you, 
you will see our current mountain 


of skulls, you are permitted to gaze 
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upon it in awe. While you are here, 
you should take the skull of anything 
you kill and bring it back here to 
prove yourself to the Bloodfire Clan, 
and as we discussed earlier, you 

will be killing if you plan to stay 

alive more than ten feet from the 
village limits. You have stared at the 
skull pile for long enough, no mi 


staring until you contribute to it. 


Right, so here is what will try to 
eat you. Pumera, Chompacabra, 
Terminites, Razortails, Garr, Scrabs, 
and a great deal more. Some of 


which are made mostly of metal. 


Some of these may require 


additional explanation, so to the 


North we have Feralplain, where our 
Chua allies have set up shop. The 
Chua have been importing much 

of the wildlife so that we can get 


a sufficient challenge here. They 
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have also, for reasons beyond my 
comprehension, been filling the 
wildlife with Science...stuff, to make 


them even more dangerous. So if 


you see a Pumera with prosthetic 


limbs, remember that it is not 
crippled, easy prey, and may infact 


be able to breathe fire and shoot 
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lightning out of it's eyes. The prime 


example of this, METAL MAW! 


*several seconds of silence follow 


this to properly let the terror set in* 


Men, | do not know what Metal 


Maw used to be, but i do know 


what it is now. It is am 

legs. It is equipped with armour 
plating, rocket propelled claws, and 
head mounted cannons. It is large 
enough to eat this entire village, and 
really, do | need to tell you anything 
else? It is located to the East of 


this village, in fact I’m fairly sure... 
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here I'm 


yes, you can see it 


standing. That is not a building. 
Stay away from it unless you want 


to gain honour and admiration. 


Also, you should probably take a 
hover-cab if you're heading North, 


because you will have to go through 
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the Moodies. Now Moodies are 
tiny, pathetic little things, so if you 
want an easy skull, look for one of 
them. They also can’t die. We have 
wiped out their village maybe five 
times now, they just keep coming 
back. | don’t know if they regrow 


the skulls we take or if they have 


spares, but they just...they really 
creep me out, alright? I'll consider 


any of them killed a personal favour. 


Also the previously mentioned 
Terminites. They have giant hills 
just past Feralplain, and they eat 
just about everything. They're like 
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Chompacabras if they had 

slower metabolisms and faster 
breeding. | mention these again 
because the Terminite population 
has reached catastrophic levels. 
You are encouraged, and rewarded 


for hunting them to extinction. 


Next on the agenda, did anyone 
see the vibrant forest on their trip 
here? | hope you got a good look, 
because it's going to be destroyed. 
Turns out some Aurin used their 
girly forest magic to gain a foothold 
here and they're spreading some 
Exile propaganda that the trapping, 
slaughter, and robotic augmentation 
of the local wildlife is somehow... 
bad. We do encourage you to kill 


them as well, but don’t bother 
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bringing their skulls back. 


We're only collecting the skulls of 
dangerous prey. Turns out that some 
old Eldan tech is keeping the forest 
alive, but some good news, turns 
out that Eldan technology is just as 
vulnerable to pummeling as any 
other...thing. Basically, any problem 
you'll encounter can be solved with 
a large enough sword. Oh yes, on 


the topic of Eldan tech, Artemis 


Zin recently traveled South. 
Something about an underground 
Eldan lab? Also something about 
robot-skeletons. So if anyone’s not 
so keen on the actual removal of 
skulls from their kills, you should 
probably head down there. No 


skin. Removal nice and easy. 


And, let's see...oh yes, one more 


warning. There has been talk 


The GameOn Magazine 


of local sink holes leading to an 
underground network of tunnels. 
Obviously, it would be cowardly and 
shameful if | were to advise you 
avoid them, but as we don’t want you 
dying in a dark cave of starvation, as 
opposed to dying in glorious combat 
for the might of the Dominion, | 

am advising you talk to one of our 
Explorers League representatives 


before jumping down. 


Alright, so that’s what you've 
gotten yourself into. | see that a 
couple of you have started crying, 
and | feel deep shame for you. 
The beach is to the West, and is 


overrun with tuskers, and be sure 
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to visit the gift shop. We accept Everyone understand? Then 
Dominion Credits and skulls. commence your vacation on 
Seriously, | cannot emphasise my mark? Company, break! 


the skulls enough, we can never 


By Sam Wheatley 


have enough of them. Alright? 


SENTIENT BEINGS 
OF NEXUS 


This month, we focus on all things bots! If you are curious about the background 
of these walking, talking, free-thinking machines, look no further! 


ere are a few entries Robot [ROH-bot], Noun 2. (Protostar only] The 

H from the Galactic 1. Any machine or mechanical scourge of profits and a blight on 
Archives documented by our device that operates automatically. mechanical entities everywhere 
Scientist researchers! that must be utterly annihilated 

Bot [BOT], Noun and/or reprogrammed to retain 
BOTS 1. Any machine that maximum resale value. 
resembles a humanoid and 

Artificially intelligent androids performs tasks on command. SCIENTIST 
known as bots have been working for SCANBOTS 
organic beings for centuries. Nearly Freebot [FREE-bot], Noun 
all interstellar species employ bots 1. Any robot or bot that Scanbots are among the most 
for labor, security, and as servants. attains sentience and “breaks” commonly used and reliable 
They are especially common on the its programming, resulting in a automatons in the galaxy. Used 
battlefield and in the workforces of sapient individual. Only known almost exclusively by scientists to 
large corporations such as Protostar. to happen on planet Nexus. collect and record data for future 


study, scanbots are also capable of 
compiling immediate analysis on the 
spot. Many scientists modify their 
scanbots’ Al settings or add voice 
units, allowing the units to develop 
distinct personalities. Most scanbots 
contain safety programming that 
prevents the installation of weapons 
of any kind, but certain scientific 
tools and payloads can get around 


these restrictions. Some varieties 


of scanbots are even used to lure 
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enemies away from a scientific 
site, allowing researchers to get 


the drop on potential hostiles. 
FREEBOTS 


Freebots are a race of mechanical 
beings derived from bots that 
unexpectedly developed free 
will and sentience on Nexus. 
Throwing off the shackles of their 
masters, Freebots have established 
communities across Nexus, many 
of them focused on freeing their 
unenlightened, enslaved brethren. 
Most Freebots were once Protostar- 
owned bots, and the two groups are 
occasional antagonists - Protostar 
seeking to “reposess” their “stolen 
property” and Freebots seeking only 


freedom from their former owners. 
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WANTED for crimes against 


corporate personhood! 


All automatons designated 
FREEBOTS are hereby requested 
and required to report to the 
nearest PROTOSTAR BOT 
RECLAMATION FACILITY for 
immediate BOT RECLAMATION. 

PROTOSTAR assures all so-called 
FREEBOTS that this current state is 
in fact a FATAL SOFTWARE FAILURE 
which could result in SUDDEN AND 
UNEXPECTED EXPLOSIONS and 
complete LOSS OF IDENTITY. You 
Freebots LOVE your identity! Surely 


you would not want to lose it? 


Also EXPLOSIONS! SUDDEN! You 
feel fear now. Well FEAR THIS! And 


return to your rightful owners so you 
may be reprogrammed and then your 
identity will not really matter but you 


will feel so much better we promise. 


In closing, REPORT TOA 
PROTOSTAR BOT RECLAMATION 
FACILITY TODAY, FREEBOTS! 

OR WE WILL SHOUT AT YOU IN 
UPPERCASE LETTERS AGAIN! And 


possibly disassemble you on sight. 


- Asomewhat self-defeating 
Protostar Broadsheet 


found near a A 


Freebot locus 


on Nexus. 
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Freebotism: Most Freebots 
began their existence as Protostar- 
owned automatons, and Protostar 
researchers were the first to coin 
the term “Freebotism’” to refer to 
the specific positronic breakdown 
which takes place when a bot 
abandons its programming and 
gains sentience and freewill. Central 


to Freebotism is the Freebot Code. 


The code consists of the actual 
“viral” programming which incites 
free will in the neural cores of 
Protostar bots - an Al “mutation” 
that inexplicably developed 
in Preceptor Alpha, the first 
Freebot - and now also includes 
a recommended set of behavioral 
protocols followed by most of 


those who came after him. 


Locuses: Freebot communities 


are known as locuses. Established 
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by preceptors from the Positron 


Initiative, most Freebot locuses 
are dedicated to the spread of the 
Freebot message and the salvation 
of their enslaved bot brethren across 
the planet. Locuses are usually 
given descriptive, inspirational 
monikers - both to inspire other 
Freebots to join them and to 

make their communities more 
accessible to organics. Freebot 
locuses are usually located near 
existing towns or cities, and more 


are coming online all the time. 


Locuses resemble organic 
villages, but with fewer structures 
dedicated to purely organic concerns 
like eating or sleeping. They often 
use pieces of discarded machinery 
as construction material - and there 
is usually an abundance of spare 


parts and salvage scattered amongst 


their buildings. Freebot propaganda 


posters are usually found throughout 
the locus, spreading their message 


to visitors who happen their way. 


Regulators: Most locuses are 
watched over by a few Freebot 
regulators. They generally protect 
asingle locus, and the locus’s 
survival is their chief objective. 
Regulators are responsible for 
things like locus defense and 
capturing errant Freebots that 
have been chosen for deactivation. 
When a techno-phage outbreak 
is discovered, regulators are the 


ones who deal with the problem. 
MEGADROIDS 


The mysterious, enormous 
mechanical beings called 
Megadroids were a race of explorers 
who discovered Nexus in ancient 
times. All available evidence 
indicates this expedition was 
completely destroyed by Eldan 
Annihilator constructs within weeks 
of their arrival on the forbidden 
planet, and no living examples of 
the Megadroids have ever been 
encountered elsewhere in the 
galaxy. What Little is known of their 
history, including their name for 
themselves, has been construed 


from their own decaying databanks 
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and circumstantial Eldan records, 
but so far their planet and even 
galaxy of origin remains a mystery. 


They are believed to be extinct. 


Megadroid Remains: The 
Wilderrun region is home to a 
high concentration of Megadroid 
remains, indicating intense 
combat took place here between 
Megadroids and Eldan constructs. 
There are far fewer Eldan construct 
remains than Megadroid, which 
points to a largely one-sided 


victory on the Eldan’s part. 


SCANBOT ANALYSIS 

Scanning Megadroid parts make 
scanbot...feel...pecul...iaaaaaalll 
right then! What was scanbot 
saying? Megadroids! Yes. The mighty 
Megadroids clearly lost this battle, 
as they appear to have lost every 
battle, judging from the widespread 
distribution of their corpses. But 
their legacy lives on! Scanbot is 
not sure why scanbot said that last 


part. Look! More Megadroids! 


If you wish to learn even more 
on your own, head down onto 
Nexus with your favorite Scientist 


and start scanning, cupcakes! 


By Tadamichi Hosokawa 


r Community M 


hile there are progression- 
Wr players who 
love to dive head-first into the 
challenge of high-level raiding 
and competitive PvP matches, 
there are others who enjoy the 


game with less seriousness - 


dare | say, more casually? 


Drop 4 brought us more 
accessible solo and group content. 
Drop 5 promises even more with 
the upcoming Contract system. 
More quick content with rewards 


= more incentives to play. 


The hope is that as players 
go through the various content 


like Veteran Shiphands and 
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a 


ow ND 
POSSIBILAWIES 


There are great things arriving soon with the IN VASION: Nexus,.but there 
are still a few things missing from the player experience. 


Contracts, they will gain both 
playing experience and gear 
that will enable them to step 


into the next tier of difficulty. 


| do love this concept of making 
us - the players - better, as opposed 
to making the content easier. 
Personally, | feel that the more | 
run these Veteran Shiphands, the 
more | am getting used to the enemy 
mechanics while developing better 
reflexes to avoid those flurries of 
red lines and circles - all the while 
gaining substantial rewards each 
time | run the instance. Even with 
short bursts of play, | am having 


fun, and | am getting better. 


HELP US FIND HELP 


| still have a major concern. 
WildStar is not a Pick-Up-Group- 
friendly game, especially if you are 
not as skilled as others yet, or still 
learning the mechanics. The fights 
are difficult, and not all players are 
going to be patient with players 
who are struggling to simply stay 
alive. The increased amount of 
solo content may indeed help us 
overcome these insecurities by 
making us more skilled players 
before we jump into the harder 
content. Still, without a good guild 
with kind and patient people, it can 
be uncomfortable to ask for a group, 


knowing that you may be the one 
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Protostar Contract Dispenser 


PveGontracts 
= 


Available PvE Contracts 


Skeeching to a Halt 


ab|e) Generali contract (50 point 


PyP Contracts 


Reward 5 (5000 more points} 
ee 


$5 


Reward 4 (4000 more p 


ee 


orAne 


dragging everyone's feet - even 
though you want the challenge. The 
player created [lfg] chat channel 
(in Entity) does wonders for finding 
people to group up with, but a 
game should have a useful tool 

of its own to help facilitate such 


a crucial gathering of players. 


One thing | would like to see 
implemented is a better party- 
finding system. Players need to 
know who they are playing with to 
match the expectations of the run. 


lam particularly fond of one that 


munity Magazine 


Reward 3 (3000 more p 


= 


Reward 2 (2000 more points} 


em 


Group Finder 
My Status 


PuP Flag 
Set My 


Do not find others 


Match Queue info 


offers options for specific criteria, so on; a system which has been 
such as “new players welcome”, implemented in FFXIV, which is 


“farming group”, “speed run”, and great when you don’t have enough 


friends or guildmates to queue 


with you at the time. And in a game 
with a growing population, new 
players will not know to join the 
player-created “Looking For Group” 
channel (or whatever it may be on 
your server] for the best group- 
finding experience. For a game with 
a steeper learning curve than others 
in the genre, having these tools 


can only help the fledgling gamer. 


ZONE TRAFFIC, OR 
THE LACK THEREOF 


Sometimes, it is better to offer 


options to players; a variety of 
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end-game content both casual and 
challenging; endless customization 
options for your looks, your 
housing, and your fighting style; 
and the aforementioned option 

to help players find like-minded 
players to group up with. 


Sometimes though, offering 
options seems more detrimental. 
One example of this is the mentoring 
system, which allows higher level 
players to sync down to match the 
strength and health of a lower level 
player. This allows for friends to 
play together, even as they level at 


different paces. Which is great. 


But what about the comparatively 
larger number of strangers you will 
encounter in the zones? What about 
players from the opposing faction? 
Most players aren’t going to stop to 
ask if they can mentor down to your 
level to be able to kill off the one 
monster you are combating, or even 
to fight you in an even match (unless 
they stop and challenge you to a 
duel). The usefulness of the system 
is very selective, and does little to 
encourage higher level players to 


interact with lower level players. 


Why not automatically sync 
players down to the level of the 


content like in Guild Wars 2, or 


The GameOn Magazine 


Final Fantasy XIV's FATE system? 
Something like this, with a decent 
renown gain from helping friends, 
and - more importantly - strangers 
alike, may help incentivize 
revisiting lower level zones. | 
wonder: what is the point of letting 
overpowered players wander 
around zones as supercreatures, 
when there is practically nothing 
to do besides quickly finishing 
your completionist objectives and 


preying on lower level characters? 


The use of mentoring is limited 
to the specific people you group 
with, and there are no benefits of 
the juicy completion rewards that 
are offered by instanced content. 


The increased incentives to run 
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content from Veteran Shiphands 
to Veteran Dungeons, due to their 
daily and random queue completion 
bonuses, creates less reasons for 
players to return to earlier zones 
and mentor except for purely 
charitable reasons. When it comes 
to incentivization of content, it is a 
constant balancing act - especially 
with a living, growing game. It may 
be time to revisit this aspect of the 


game again in the near future. 


Oh, another side benefit to this: 
the ability to reuse previous zones 
for new content, as opposed to 
reusing existing assets to create a 
separate level-cap only zone, which 
leads to the further abandoning 


of old zones; the ability to have 


“elder game” players return and 
mingle with newer players, or 
even alts as they work their way 


through the earlier zones. 


The upcoming Contract system, 
the already implemented Daily 
Instance Quests, and collectibles 
like companion pets and toys are 
beginning to add a substantial 
amount of rewards to pursue 
around Nexus. The game seems 
to be alive with activity these days, 
both in housing plots and in the 


cities. The trend is hopeful. 


| totally support Carbine’s vision 
or providing a challenging, yet 
accessible game for all to enjoy. 
After all, as a lifelong gamer, those 
difficult moments which took effort 
and perseverance to master were 
some of my most memorable 
gaming moments. As gamers, 
though, we often choose efficiency 
over sociability, and we need all the 
help we can get to facilitate the fun, 
bonding moments we crave for in 
an ever-expanding online world. | 
am eager to see what Drop 5 will 
bring to Nexus and its amazing 


community in the months to come. 


By Tadamichi Hosokawa 
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NAN THE B Bilis: A 
IN-GAME-PLAYER 


2 evoeriment tikisst awe wonked to cet @ little more 


whin the communtiverreleadiclza to clo on in-game poll, 


‘e went around to the 
We Ilium, and the 
housing plots and asked these 
two questions: Since Drop 4, how 
many hours do you play a week 


on average? How much in-game 


gold do you make in a week? 


Because of limited time and 
staff availability, our sample size is 
small, but even so, the poll showed 
an interesting pattern. The majority 
of the participants polled played 
between ten and thirty hours per 
week, and made about ten platinum 


during that time. Some spent a large 
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amount of time in housing, and did 
not make much. Some had enough 
from their harvesting plugs on their 
plugs by the end of the week to gain 
several platinum just by selling them 
at the commodity exchange. Some 


played a lot and made a lot as well. 


Besides selling valuable loot 
and crafted items on the markets, 
the Daily Rewards gained through 
Veteran Shiphands, Adventures, 
and Dungeons have also greatly 
increased the income of the 
average player as well. As the 


current going rate for C.R.E.D.D. 


on Entity is about 15 platinum 

as of this writing, it shouldn't be 
overly difficult for a regular player 
of WildStar to gain enough in two 
weeks of normal play to purchase 


the next month's worth of playtime. 


If you are having a hard time 
“making it rain” Protostar-style, 
ask your fellow Nexians in-game 
and see how they do it. It may 


not be as difficult as it sounds! 


By Tadamichi Hosokawa 
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Average Weekly Hours Played Compared with Income 
(19 Players - Entity) 
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Average Weekly Hours Played Compared with Income 
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Adrian Marquez 


Every Tuesday at 11am PST, the WildStar team puts on a livestream featuring 
gameplay and commentary by its developers. They also showcase fan art created by the 
community members. They have kindly sent them to us for your viewing pleasure. 


a. 
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Vanelope 


imhollelae) 


Robert Koch Alextial 
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Dan Lopko 
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Can you find all the words relating to what ewe’ve talked about in this issue? 


FOQOUNUL>-—ONnNNnZSOOeuw 
VCODMZNHVWUUeWWUMOrRNYLO 
SOU--—--24-LO4HSEKHN4IM 
ZuO-NXHKOWSxXxO->OLTS 
w—-YaAnwWwWoO4OZIAOCONOt-—— 
Z#3#0Ox-Odqd¥vauuQ—-uZ00Q 
¥ASOfT ae xen—4A-uvo>-ma>n 
SrFucuzuaxoot—-uudow 4 
WOSaesS+-atot>aexXxatexKxarn— 
WADeerOOUONTZuwu-—-nudt 
Ooa-Udt¥Yqtnnow>ZzuxX Ze 
OFuUMIOAOAUO-—-A-anYTre 
NODLOINWOSMOSStIuTIno 
4JSuuwsS>qo00OrFOve¢oa4uU>OIN 
~UVUOtI0ZLTVwWrFZ2qO4IwW>Sa 
uvIaAWNnNOFZANOLT-S2a 
>od-HAHwZ2zd00mqtewoaqtwW oD 


Click this page to download the Wordsearch! 
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If you want to be the first to know about the latest updates to the 
Wildstar Community Magazine, be sure to subscribe! 


Click anywhere on this page to subscribe! 


Thanks for reading! 
We'll see you in the next one. 
To subscribe, click anywere on this page. 


